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*20 years producing/designing games including PC, console and F2P mobile 


AGENDA 


PART 1 - Engagement and 
Retention 

■ What is it and why is it important? 

■ Retention Data Examples 


PART 2 - Game Design for 
Retention 

■ Super Obvious But Important Point 

■ First Time User Experience 

■ Goals, Challenges & Rewards 

■ Creativity & Player Status 

■ Social Interaction 

■ World Exploration 

■ Classic Retention Mechanics 

■ Performance Optimization 










PLAYER ENGAGEMENT & RETENTION 

What is it and why is it important? 



ENGAGEMENT DEFINED 

■ How much time players spend in your game 

■ Players “vote” with their time 

■ Best measurement of “fun” or satisfaction with your game 

■ Key Metrics: 

° Total play time - hours per week, hours per month 
° Number of play sessions 
° Average length of play session 
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RETENTION DEFINED 

■ Do players come back to your game on a regular basis? 

■ How many people who started playing your game, come back on day X? 

■ Does your game become part of someone’s daily or weekly routine? 

■ Key Metrics: 

° Percentage of players coming back to your game after a period of time 

° Day 1, Day 7, Day 30 (Day 0 is the first day a user tried your game) 

° 40% D1, 20% D7,10% D30 would be considered industry standard for a successful F2P game 

° Day 1, Week 1, Month 1 
DAU/MAU 





WHY IS IT IMPORTANT TO KEEP PLAYERS COMING BACK? 

Engagement and retention impacts all other key metrics and the overall success of your game 

■ Total number of active users 

° More players joining than leaving —► healthy, growing player base —► long term success 

■ Total number of hours played 

° More time spent in your game —► increased Total Revenue & Life Time Value (LTV) 

■ Chart position & discoverability 

° More concurrent players —► higher chart position —> higher visibility —► more new users 






RETENTION AND ACTIVE PLAYERS - 12 MONTH MODEL 



D1 

D7 

D30 

D90 

D180 

Game A 
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20% 
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3% 

Game B 

30% 

10% 

5% 
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1% 

Game C 

20% 

5% 
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1% 

0.5% 



Each game adds 10,000 new users per day 
DO = user played the game for the first time 
D1 = user came back 1 day later 
D7 = user came back 7 days later 
D30, 90, 180 = same as above 


RETENTION & DAILY ACTIVE USERS 


250K 



225k 


108k 

61k 


AJ D1: 40% D7: 20% D30:10% AJ D1: 30% D7: 10% D30: 5% 


AJ D1: 20% D7: 5% D30: 2.5% 




RETENTION AND REVENUE - 12 MONTH MODEL 
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ARPDAU = average revenue per daily active user 
For each game ARPDAU = $0.10 
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CUMULATIVE REVENUE 

$6 MIL - 



1/1/19 6/1/19 12/1/19 


CUMULATIVE REVENUE A _ CUMULATIVE REVENUE B 

CUMULATIVE REVENUE C 




ENGAGEMENT & RETENTION DATA 

What do the numbers look like for top Roblox games? 






ENGAGEMENT & RETENTION 

TOP GAMES BY MINUTES PLAYED - APRIL 2019 



Minutes Played 

D1 Retention 

D7 Retention 

W1 Retention 

AVG Top 5 

22.000X 

+29% 

+22% 

+43% 

AVG Top 6-10 

14.000X 

+24% 

+16% 

+31% 

AVG Top 11-25 

6,000X 

+18% 

+11% 

+24% 

AVG Top 26-50 

3,100X 

+13% 

+8% 

+17% 

AVG Top 51-100 

1,800X 

+12% 

+6% 

+13% 

AVG Top 101-250 

600X 

+8% 

+3% 

+8% 

AVG Top 251-500 

180X 

+6% 

+2% 

+4% 

AVG Top 501-1000 

64X 

+4% 

+0.7% 

+3% 

AVG Top 1001-2500 

18X 

+3% 

+0.4% 

+1% 

AVG Top 2501-5000 

4X 

+2% 

+0.1% 

+0.2% 

AVG Top 5001-10,000 

Baseline IX 

Baseline 

Baseline 

Baseline 
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OK I BELIEVE YOU! 
ENGAGEMENT AND RETENTION 
ARE IMPORTANT 

How do I increase engagement and retention in my game? 





SUPER OBVIOUS BUT IMPORTANT POINT 






MAKE A FUN GAME 


■ Seriously... this is priority #1 

■ Make sure to find the fun early in development! 

■ Include game mechanics and a core loop that are fun to play repeatedly 

■ Emergent/social gameplay is a Roblox strength, play into this if you can 

This could be its own talk, so let’s just assume you are making a fun game... 




FIRST TIME USER EXPERIENCE 


FTUE 



HOW TO CAPTURE YOUR PLAYERS’ INTEREST 


■ Open with a bang! 

° You may only have a few minutes before players quit 
° Players should achieve or experience something cool, when they first join 

■ Include an incredible interactive opening sequence 

- Tease late game content and give players something to aspire to 

° Ensure there is a level of polish and quality that demonstrates the overall quality of the game 



BLOXBURG VEHICLE SIMULATOR ELEMENTAL BATTLEGROUNDS 









TUTORIALIZE THROUGH INTERACTION 


■ Players need to understand how to play your game 

° Introduce basic goals and mechanics, spacing them out if possible 
° Give some direction such as on screen markers so they know where to go 


■ Show, don’t tell 

° Have the player perform interesting actions, rather than read lots of text 
° Avoid lots of popups that the player must click through 


■ Mission or Quest System 



DEMOVILLE DEMOLITION SIMULATOR 



List of desired actions that pay out rewards upon completion 
This can serve as a tutorial in disguise! (more on this later...) 


SUPER MARIO BROS. WORLD 1-1 













GES & RE 

ove rewards? 




GOALS 

Players should feel like they have accomplished something every time they play 

■ Establish Short, Mid and Long Term Goals 

° SHORT TERM D1: Players can make progress every session 

" MID TERM W1: Clear goal, several sessions to achieve, nice payoff 

° LONG TERM D30+: Big goal that drives players to come back 

■ Make sure ALL of the goals are clear to the player 

■ Ramp the progression so players don’t blow through the content 
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SHORT TERM GOAL 

Win Battle + Earn Rewards 


MID TERM GOAL 

Unlock/Upgrade Cards 


RETENTION MECHANIC: 

Timer on chest requires 
player to come back to open 


LONG TERM GOAL 

Increase Rank + Unlock Arenas 
+ Upgrade Cards to Max Level 










CHALLENGES 


■ Include Challenges in your game to keep players motivated: 

° Mission or Quest System - the player is always directed towards a goal 

° Daily Challenges System - if you don’t complete, you miss out on the reward and/or new challenge 

■ This is a method to direct players to try features and take actions that you want them to do 

° Player should feel smart or skilled in overcoming the challenges - “Hey, I did that! That was fun!” 




HEARTHSTONE 


FORTNITE 








REWARDS 

■ Keep the rewards flowing! 

■ Tie rewards to real achievements so they are meaningful 

■ Create pent up demand for the rewards given, so they have an impact when received 

■ Break up your reward content into separate items and parts, so you can give out more rewards 

■ Hidden objects and collectables will delight the explorers and completionists 






REWARD SYSTEM EXAMPLES 

Loot Drop 

■ Keep players chasing that next weapon, to fight more powerful enemies! 

■ Continually gain weapons/armor/gear, sell the stuff you don’t need 

■ Too much content?! Create a smaller set of 3D assets, and include 
a rarity/stats system, add some texture variations 

Itemization System 

■ Break up larger items into parts that must be collected 

■ Can include crafting and evolution systems that require lots of parts 

■ Players frequently earn items, but need a lot of them to level up their stuff 


DUNGEON QUEST 

NEW BEST'LEGENDARY 



Physical 92464 
Damage 

spall 997 

Power 

iS£%£ 669/689 
Sell: 13017005 


HEROES CHARGE 



19 







IF YOU REALLY WANT TO GO NUTS... 







PATH OF EXILE - SKILL TREE 












CREATIVITY & PLAYER STATUS 

Show off your stuff! 



CREATIVITY & PLAYER STATUS 


Players will be more invested if they can creatively express themselves 

■ The Roblox avatar is a great example of creative expression 

■ Configure a skill tree or customize your house, vehicle, base, etc. 

■ Offer unique items for purchase that make you stand out from the crowd 



Player Status 

■ Allow players to show off their stuff and earn bragging rights 

■ Seeing elder players’ stuff motivates players to reach higher levels 

■ Consider showcasing the top creations for everyone to see! 



_ THEME PARK TYCOON 2 
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SOCIAL INTERACTION 

This is core to the Roblox experience! 

■ Rich social interactions will get players to pull their friends in 

■ Areas for socializing: safe zones, lobbies, customized buildings 

■ Can include both competitive and cooperative gameplay 

■ Assemble teams and encourage players to work together 

■ Encourage positive behavior and interactions 



RULES 


- Do not pose, pretend, or roleplay as a coach or any other staff member. 

- Do not get involved in drama, gossiping, or bullying. 

- Share the gym equipment. Be mindful of other players and take turns. 

- Trolling or disturbing other players is not tolerated. 


GYMNASTICS GYMNASIUM 






WORLD EXPLORATION 

It’s your world, everyone else is just playing in it 






WORLD EXPLORATION 


■ Most Roblox games include 3D worlds to explore, and the world itself can drive engagement 

■ Consider telling a story and provide some mysteries, throughout the world layout 

■ Providing a beautiful world with surprises around each corner will drive players to come back 

■ Hidden objects and collectables will encourage players to explore further 

Roblox will be delivering better tools and technology to enable the creation of larger, more immersive worlds 




CLASSIC RETENTION MECHANICS 



RETENTION MECHANICS 



Live Ops & Special Events 

° Frequent content updates w/buildup for major releases 
° Double XP weekend, increased loot drop rates 
° Codes that can be entered to earn a bonus 

Daily Bonus System 

° Collect a reward for coming back to the game every day 

° Can give an extra bonus or more valuable item for a longer streak 



MINER’S HAVEN 


Appointment mechanics 

° Set a timer that requires to come back to the game later 
° Timer examples: open a chest, complete a building or harvest crops 

Season Pass or Tournament 

° Time limit to earn rewards, requires R$ for better rewards 



FORTNITE 








PERFORMANCE OPTIMIZATION 






DON’T FORGET ABOUT PERFORMANCE OPTIMIZATION 


Better overall performance will directly affect retention, especially for players on lower-end devices 

■ Shorter load times = less players quitting before the game starts 

■ Better performance on low end devices = larger potential audience 

■ Consider streaming enabled for larger maps/worlds = less memory related crashes 

■ Controls and Ul that are optimized for each platform = larger potential audience / higher satisfaction 

■ The fastest growing platform is mobile, optimize for mobile!! 

Mobile is the fastest growing platform for Roblox - make sure your game runs well on mobile devices! 





SUMMARY 

Engagement & Retention 



SUMMARY 


High engagement and retention are critical to the commercial success of a game 

■ Make a fun game 

■ Open with a bang! Create an amazing first time experience 

■ Establish short, mid and long term goals 

■ Keep the challenges and rewards flowing 

■ Allow players to creatively express themselves 

■ Provide rich social interactions 

■ Consider implementing classic retention mechanics, where appropriate 

■ Optimize performance and platforms 






Thank you for your time. 







